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•  RQ1 What do we mean by a ‘learning space’ in a 3D 
virtual world? 
•  RQ2 How does the pedagogy influence the design of a 
learning space and vice-versa? 
•  RQ3 Does the level of visual realism of a learning space 
influence the experiences of a learning activity, and why?  
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•  Facilitates synchronous collaboration and networking: meetings, 
interviews and events 
•  Opportunities for students: learning through collaboration, by 
interacting, through visual 3D simulations, by exploring   
•  Opportunities for informal learning (combine formal learning areas with 
social spaces) 
•  Designing the learning spaces from realistic to abstract and to fantasy – 
balance the level of visual realism with the activity 
•  Co-design learning spaces with students 
